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'One of the most exciting Final Fantasy games in ages." 

- Nintendo Power 
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Engage in a massive conflict 
between two worlds 


Use uveapons ranging from futuristic 
firepower to massive creatures 


Play as both 
IMa’vi and human 



ENTER THE WDRLD 
IGNITE THE WAR. 
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Turning the Tables 

caps The classic image associ- 
ated with playing a video 
BpJ game is of someone sit- 
ting in front of a TV, but 
the time may have come for that 
to change. In just five years the 
Nintendo DS has redefined gam¬ 
ing and is used by more people 
than any other system, meaning 
that handhelds no longer play 
second fiddle to consoles. We’ll 



Chris Slate here, hack 
once again to answer 
your letters while kicking 
Cuckoos. But first, this 
month’s special letter 
request: what is the 
coolest vehicle you’ve 
ever driven or ridden in 
a video game? Send your 
responses to the address 
on page 8, and we‘11 print 
the best ones! 





has passed away. “Captain" Lou 
Albano, better known to most of 


Bowl, sea Slide, Deep Dark, and 
Sand Spiral stages. Here’s hoping 



always play games on our TVs, 
of course, but in a world where 
it’s often hard to find the time 
to park on the couch, and where 
our lives are increasingly linked 
to the electronics in our pockets, 
portable systems are ready to 
buck their second-tier status for 
good. That thought might have 
been alarming in the days when 
handheld games were simplistic, 
underpowered, and had poor 
graphics, but the DS is capable 
of the kind of full-featured epics 
(see this month’s cover story) that 
used to be the exclusive domain 
of home systems. Fun is fun, and 
if I can take the fun with me on 
the road, all the better. 
















Pulse 




I can’t believe that Four Swords 
Adventures was 12th place in your 
Zelda rankings. It’s my all-time favorite 
game in the series, and I think that, 
even if it does lose something when 
played in single-player, it also becomes 
easier because you don’t have to 
synchronize with others, or race them 
for the best items. -Patrick 
















Pulse 



I would add the classic Legend 
of Zelda overworld theme to 
Ocarina of Time’s amazing 
soundtrack. I, like most people, 
view Ocarina as a near-perfect 
game, but one of my few prob¬ 
lems with the title is its lack of 
that song. I think that it would 
give Ocarina the perfect sound¬ 
track and make the game even 
better than it already is. -kyle m. 


WHAT ONE THING 
WOULD YOU CHANGE 
ABOUT ONE GAME? 


Fishing could have been perfect 
for Wii Sports Resort-it would’ve 
tied into the feel of the game 





co-op mode in Super Mario Galaxy 


perfectly and should’ve at least just friends; it’s annoying having 































IN STORES NOW! 
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’S DANGEROUS TO GO 
ALONE! TAKE THIS. 






WHAT MATTERED THE MOST 

WAS REMEMBERED THE LEAST 
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Building a Better Mouse 

We’re not in the Magic Kingdom anymore. Disney’s beloved icon embarks 
on a bold and unexpected journey in the Wii-exclusive Epic Mickey. 




























Arc Rises 
Again 

Wii-exdusive RPG 
Arc Rise Fantasia was 
released in Japan this 
past June, but it had 
been months since we 
last heard anything 
about a North American 
release. Turns out it 
was in the process of 
switching publishers. 
Ignition will now be 
bringing the game here 
next summer, -sieve t. 


Triple Threat 

No More Heroes 2: 
Desperate Struggle for 
Wii will feature a third 
playable character 
(Travis Touchdown and 
Shinobu being the other 
two): Henry, Travis's 
twin brother. Not much 
is known about Henry’s 
role in the game at this 

director SudaSl tells 
us that it’s going to be 


Journey 
Into Night 

Atlus gives us goosebumps in the coldest place on Earth. 















Play your favorite characters in the first 


























Back from the Grave 

Konami revamps a horror classic on WiiWare with 
Castlevania: The Adventure ReBirth. 

days. Between the Twilight books and ReBirth-which may be available for 

Vampire Diaries, these undead bloodsuckers this-they’re going to prove it by whipping 
have reached new heights of popularity. But 
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Arr, Give 
Me Booty! 

The excitement surrounding DSiWare game 
Shantae: Risky’s Revenge continues with a look 
at pirate bad girl Risky Boots. 

















16 Bit’s Loveable Loser 


We celebrate 20 years of the other participant in the 16-bit wars: the TurboGrafxl6. 
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Compete 

AGAINST THE 

World! 


Shaun 



























icjcyde in the Spherical Miracle, dazzle the crowd with 
gTacrobatics, clown around in a juggling jamboree and 
p with an exotic Asian elephant., then you're ready for 
’ the fun and thrill that can only be experienced at ,-j 
Ringling Bros, and Barnum & Bailey'"\ 


i/2kplay 










x/usim 


There's trouble in Harmonica Town! Crops aren't growing, the wind isn't blowing, 
and the five elemental hells are missing. Only the power of the Harvest King can 
revive the land, but he's nowhere to be found. Can you find the five bells, 
awaken the Harvest King, and save the town? 
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The islands are in 
when a powerful i 
you to raise the 

luck, you may 
























































































Enter Our Ocarina Competition 
to Win Cash and Prizes! 


















Link is back for another epic quest, 
and this time Princess Zelda is 
joining him! Take a detailed, hands- 
on look at The Legend of Zelda: 
Spirit Tracks for Nintendo DS. 

Team 



throughout Nintendo’s renowned The Legend of Zelda 
franchise, there have been many heroes named Link em¬ 
barking on adventures to save their respective lands from 
evil. Each has been aided by numerous weapons and items, 
and many are assisted by companion characters, from a 
sentient hat to a talking boat to an imp from a shadow world. 
In The Legend of Zelda: Spirit Tracks, however, Link is aided 
by none other than the titular Princess Zelda herself. For 
once, Zelda will be an integral part of her own legend, and 
the resultant fantasy quest is, in many ways, unlike anything 
you’ve previously seen in the series. 
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Ride in Style 

The Spirit Train in The Legend of Zelda: Spirit Tracks is a pretty sweet ride, as well as an 
important part of the adventure, but it’s certainly not the only method of transporta¬ 
tion featured in a Zelda game. Take a look at some of the means of locomotion Link has 
used in his past adventures. 
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Legend of Zelda Songbook 


Order via our Website 
or call Toll Free! 
k 1-866-899-4046 
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Hail to the King 


Five years and over 113 million* 
systems later, Nintendo’s history¬ 
making handheld continues to 1 
revolutionize the way we play. ! 


Remember when the Nintendo DS system was introduced 
I alongside the GameCube and Game Boy Advance as Nin¬ 
tendo’s “third pillar,” and gamers weren’t quite sure what 
I to make of it? Skip forward five years, and now the odd 
little handheld with two screens has outsold every other 
current system, retired the legendary Game Boy brand, 
and redefined video games and the types of people who play them. In honor of all the DS has achieved so 
far, we take a look at the features, games, and people that helped it rise to power. 
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Game Changers 

Why has the DS been so incredibly 
popular? We thought we had a good 
idea, but just to be sure, we consult¬ 
ed a dozen of the system’s most tal¬ 
ented game creators. Each of them 
had a hand in delivering some of the 
handheld’s best titles, and they had 
plenty to say on the subject. 






















with You) 


JEREMIAH SLACZKA JOOLS WATSHAM 

Creative Director, Owner and 
5th Cell (Drawn to Creative Director, 

(Dementium series) 
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The 5 Most Important DS Games 

Although the Nintendo DS has aseemingly endless library of great games, the following titles did more than most in shapingthe 
system’s first five years. 
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I decide to make every day an adventure. 

Play with two cameras to capture the world, 
then use 11 unique lenses to make it your own. 
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four hunters usingtheir wits and weapons such as swords, lances, hammers, and bowguns, 
joining forces to take down an enormous dinosaurlike behemoth-what’s not to like about 
that? Despite the awesome premise and several iterations since the series’s launch five 
years ago, Capcom’s Monster Hunter remains a mostly niche franchise here in the States. 
But here are 10 reasons-in no particular order-why newbies and veterans alike should 
check out Monster Hunter’s Wii debut, Monster Hunter Tri. 




BIG in JAPAN 

Monster Hunter is a huge hit in 
Japan. Not only do some die-hard 
fans dedicate hundreds af hours 
to the game (a phenomenon that 
happens on this side of the Pacific, 
too; the series’s fans are pretty hard¬ 
core), but they also attend popular 
Monster Hunter events in which 
people (some in costume) gather, 
play together, and give feedback to 
the developers. There’s also loads of 
Monster Hunter merchandise, from 
toys to art books to T-shirts to jack¬ 
ets. Monster Hunter Tri in particular 
was a huge hit in Japan, selling 
nearly a million units in that country 
alone at the time of this writing. 
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HELLO, KITTY 

There’s something very charming 
about the catlike Felynes, creatures 
that help you out by cooking for you 
(which can affect your stats) or sell¬ 
ing you rare items in your village. It’s 
hard not to like a game that features 
such adorable inhabitants-even if 
some Felynes in the wild will pick 
your pockets. 


UNDER the SEA 


BEAUTY and the BEASTS 

These screenshots give you a taste of what you can expect, but you don’t get the full effect until you see Monster Hunter Tri in action. This is one of the 
most graphically impressive Wii games we’ve seen. It’s not just the monsters (as awesome as they are); it’s the environments, as well, whether you’re 
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ARMED to the TEETH 

Sticks and stones may break bones, but you’ll need more that those to defeat these beasties-good thing you have 
a wide array of weapons to choose from. The most basic equipment are the sword and shield-one in each hand. This 
is a pretty effective combination; however, the more you hunt, the n 
punch. You could use the lance-and-shield combo, or any of the two-handed weapons, s 
mer, or long sword, or the brand-new switch axe, which can transform into either a swo 
a button. Each of these larger weapons has its pros and cons, so you’ll need to decide 


BREAK TIME 

Despite the title, Monster Hunter Tri is not just about hunting 
monsters. You can do things such as mine for ore* go fishing, 
or cook. Fishing takes place in a fairly simple minigame in 
which you watch the bobber on your fishing line. The second 
the bobber submerges, you have to set the hook to make a 
successful catch. Cooking is also about quick reflexes, but it’s 
auditory instead of visual. When you start cooking raw mon¬ 
ster meat on a spit, music begins to play; if you stop precisely 
when the music stops, you've cooked the meat to a perfect 
well-done (which can greatly improve your stamina). 


DRESS/orSUCCESS 
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Elephant on Nintendo DS 

Circus Friends with an Asian Elephant But you can! Care ■ 











GEAR Wfe 
HOLIDAYS! 


Nintendo Power presents all the great gaining 
gear wed like to score this holiday season, and 
if we love this stuff, we’re sure you will too. 






































Towers of Power 

Slam Brands makes all sorts of gaming furnitun 


Good Nights 

If wearing one of these designer PJ sets doesn’t 
help you sleep like a baby, you’re just not trying. 
Either that or you’re larger than a boy’s size 4 


Play It Close to Your Chess 

Perhaps the most strategic of all Mario-themed games 
is the Super Mario Bros. Collector’s Edition Chess 
Game from USAopoly. It’s just like chess except you use 




















OUR LIST IS COMPLETE! 

There you have it-enough supercool gift 
ideas to cause any game fan to swoon. I’ve 
passed out three times already writing this 
article. Before it happens again, I’m going 
shopping. See you in the check-out line! 


Get Accessorized! 


Pak In Some Fun 

Enterplay's Trading Card Fun Paks may include 


DKGoes Monster 
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George Kamitani 
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tion throughout his 
beautiful) take on si 


he third dimension is great and all, but sometimes 
nothing beats a lovingly hand-drawn sprite. One 
of the few remaining masters of that craft is Jouji 
“George” Kamitani, head of independent studio 
Vanillaware. With games like Princess Maker, Odin 
Sphere, and most recently, Muramasa: The Demon 
Blade, Kamitani’s team has proven that 2-D visuals 
can still impress in this age of polygons and normal 
mapping. A man of many talents, Kamitani serves 
not only as lead artist on most of Vanillaware’s titles, 
but also as writer and director. His keen interest in 
mythology has been an obvious source of inspira- 
career, providing gamers with a unique (and always 
Dme of the world's most enduring stories. 





“The simple reason why I make 2-D 
games is because I’m an old-time 
gamer who likes traditional games. ” 


Despite heading a relatively small team (about 20 people), Kamitani has given us three games in the last three years. Let’s hope he 
can maintain that pace while continuing to wow us. The only thing we know about his next title is that it will be another 2-D offering. 



71 








“I will be happy if I can bring users 
at least some piece of happiness by 
re-creating thepleasure of eating. ” 


Food preparation t 











FROM A LEADER IN GAME DEVELOPMENT EDUCATION 

UQilWtfL 

MER EXPERIENCE. 
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1 WORKSHOPS 


io game, 3D animation 





Get a sneak peek of the 
Workshops at the ProjectFUN 
Summer Workshop Preview 

Day on Saturday, April 24! 

Attendees will receive a $100.00 
discount toward any one of the 
Summer Workshops. 
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when you add two 
Coca-Cola" products to 
your Papa John's order 

n Find us on Facebook 

www.facebook.com/papajohns 
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GOLGO 13: TOP SECRET EPISODE 


What? Are you telling us that you haven’t 
played Golgos 1-12? 


time. Back then, video games 
were seen as strictly kids' stuff. 

any game released on the NES 
must be as cute and harmless as 
“that Mary-o game that's so darn 
popular these days.” Some games 
of the era defied that perception, 
though. Witness Golgo 13: Top 
Secret Episode, a game chock-full 
of adult situations and pixelated 


also ample dialogue sequences to 

To be honest, Golgo 13 wasn’t 
a great game, but what made it 


Statue of Liberty, and Duke was 


name and recover the weapon’s 
vaccine, Duke became entangled 
in a web of action, intrigue, and 
shooting dudes. 

The gameplay was an odd 




When he sniped a bad guy, blood 
squirted from the victim’s head. 
This was stuff that NES players 

popular that the significantly 
better-looking sequel, The Mafat 
Conspiracy, was released in the US 


enemies appear¬ 
ing from the left 


Occasionally, a 


triggering a first- 


been fun here. Duke had to 
blast bad guys and enemy 
helicopters from a first- 

































After an 18-year absence from 
consoles, 2-D Mario action returns 
in New Super Mario Bros. Wii. Is it 
all that we’d hoped? The answer is 
just a page away.... 
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Jump for Joy 
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Is Super Guide a Good idea? 

The option to put the game on autopilot through tough 
spots is a radical new idea, and one that some gamers have 
worried might make the game less challenging or 
rewarding. Thankfully, any such concerns are 
unwarranted. You never have to accept the 
help, and it isn’t even offered until you fail a 
level eight times. Also, you can't find hidden 
paths, unlock secret stages, or collect all the 
Star Coins this way, so only top players can 
completethe game fully. Everyone's a winner! 



its past consoles, NSMBWii 
proves that Nintendo hasn’t lost 
its edge. The action is undeni¬ 
ably more difficult than in the 

and the game is all the better 
for it. The levels are daunting 
but never unreasonably tough 
(at least, not for anyone that’s 
beaten a past Mario game or 
two). Although you'll frequently 
kick the bucket, clever thinking, 
practice, and picking the right 
power-ups will soon get you to . 
a stage’s midway checkpoint, 


and then on to the flagpole at 
the finish. 

ever, is the game's Super Mario 
Galaxy-style spin move. There’s 
never a real need to use it, and 
since the move is triggered 
with even a slight shake of the 
remote, I fell to my death a few 
times after accidentally activat¬ 
ing it. Also, it’s unfortunate that 
you can save your progress only 
upon beatingacastle stage, 

each world. If you were to, say, 
lose your last life during a castle 


level, it would mean having to 
replay several previous stages. 
Continuing from your last save 
populates the world map with 

chance to stockpile more lives 
and power-ups, but doing so is a 
tedious task when you’re raring 
to have another go at the stage 
that finished you off. This isn’t a 
big complaint, though, and-as 
in New Super Mario Bros, for 
DS-beating the game enables 

subsequent playthroughs. This 
is a huge help when hunting 


down each level’s three Star 
Coins, which is the game’s hard¬ 
est and most long-term goal. 

If you don't consider yourself 
to be a pretty good Mario 
player, you may be a teeny bit 
concerned. On the plus side, 
though, the game includes 
inspired new features to give 
you a hand when you get 
stuck-it will even offer to play 
a level for you if you die on it 


tips from watching Luigi rao 
and then replay the level 






















VIEWS 


The Making of New Super Mario Bros. Wii 

At a recent press event in New York, Shigeru Miyamoto (without whom Mario, Zelda, and probably Nintendo Power would not exist) 
gave reporters the inside story on the creation of his latest surefire hit. We were sure to write it all down, -tom h. 






















































































SF GAMEFLV.COM 

Video Game Rentals 
Delivered to Your Door 



Over 7,000 Titles • No Late Fees • Free Shipping 


Go to gamefly.com 



Now on your gamecenter 

iPhone" & iPod Touch’ ^ *—» «■•—» 






Fractured Fright 












































































































Diary of the Dead 



After being spoiled bythegreat- 
ness of Resident Evil 4 on the 
GameCube, few Wii users were 
excited to hear that the series 
would be coming to Nintendo’s 
newest platform in the form of 
a rail-shooter spin-off. But the 
mix of fan service and solidly 
crafted action in Resident Evil: 
The Umbrella Chronicles won 
over most of the detractors and 
made for a major commercial 
hit. Resident Evil: The Darkside 
Chronicles follows in its predeces¬ 
sor’s footsteps: it’s still not the 
Resident Evil game we were hop¬ 
ing for, but it’s hard to imagine 
any Resident Evil fan failing to 
enjoy it. 

The Darkside Chronicles 
improves upon its predecessor in 


The remake chapters faithfully 


which they're derived, but the 

additional time in fan-favorite 
areas or swap out boring boss 
encounters for newer, bet¬ 
ter ones. It certainly doesn’t 
hurt that while The Umbrella 
Chronicles was dragged down by 
the series’s weakest material (the 
dismal Resident Evil 0 and the 
forgettable Resident Evil 3), The 
Darkside Chronicles deals exclu¬ 
sively with the strongest games 
in the franchise. Resident Evil 2 is 
packed with iconic characters and 
set pieces, while Resident Evil: 
Code Veronica arguably featured 
the series’s best storytelling. 

Even the original scenario in The 
Darkside Chronicles manages 
to evoke some nostalgia with its 
many connections to the seminal 
Resident Evil 4. 

Rather than jumping from one 
action scene to the next, the gaps 



fully patched with nearly 50 
original prerendered cut-scenes. 
This is one of several upgrades 
that suggest The Darkside 
Chronicles had a far larger 
budget than its predecessor. 
Another is the game’s impressive 
length; although it has only three 
main scenarios, they’re twice 
as long as the scenarios in The 
Umbrella Chronicles, adding up 
to one of the most substantial rail 

skilled players should still be 
able to get through it pretty 
quickly, as the default difficulty 
is a lot lower than it was in The 
umbrella Chronicles—if you've 
mastered the original, you may 
want to select Hard on your first 
time out. Like the previous title, 
The Darkside Chronicles does 
offer a few compelling incentives 


to replay each level, including 
the well-hidden “archive" files, 

be used to purchase permanent 
gun upgrades), and several 
unlockable secrets. 

Outside of their overuse of the 
headache-inducing shaky-cam 
(which can make lining up shots 
frustratingly difficult), Capcom 
and cavia have done a fine job of 
converting Resident Evil classics 
into a traditional rail shooter. 

The only problem is that the wii 
library is already packed with 
similar games, and “traditional" 
may not cut it anymore. The 
developers of Dead Space: 
Extraction managed to bring a 
great deal of the tactical depth 
of Dead Space into their own 
rail-shooter spin-off, and even 
mixed in a bit of puzzle-solving 
and some creative co-op mechan¬ 
ics. Resident Evil: The Darkside 





Don’t Go Too Crazy 















































































Home (Bitter) 
Sweet Home 


RABBIDS GO HOME 



minigame collections in as many 
years, the lovably maniacal 
Rabbids are finally lending their 
hijinks to something a bit more 
interesting. In Rabbids Go Home, 
our dim-witted protagonists 
have come to believe that the 
moon is their rightful abode and 
that the best way to get there 
is by building a tower of junk. 
You'll help them accomplish this 
task by driving around a shop¬ 
ping cart and snagging every¬ 
thing that isn’t nailed down, be it 
office supplies, hapless bovines, 
or even people’s clothes (which 
you can scare off them with 
a well-timed scream). It’s a 
simple concept-reminiscent 
of Katamari Damacy-but the 
developers do a nice job of intro- 


things up. One high-speed stage 
lets you mount your cart on a 
jet engine, for example, while 
another involves floating from 
rooftop to rooftop using a hos¬ 
pital bubble bed, the confused 
patient still inside and babbling 
hilariously. The franchise's 

the tone for the entire adven¬ 
ture: frantic, bizarre, and largely 

Regrettably, the game 
takes an inexplicable turn for 
the frustrating about halfway 
through. The combination 
of narrow pathways, lots of 
bottomless pits, and a brutal 
checkpoint system can bring 
the fun to a halt pretty quickly 
(especially when you’re trying 
to collect enough junk to unlock 
new costumes and other bonus 
content). It’s not like the first 
half of the game is a breeze, but 
the ways in which it challenges 
you feel much more congruous 
with the core gameplay. 

Difficulty issues aside, this is 
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PHANTASY STAR 0 

l agree wholeheartedly with Casey’s 
review from last month. Phantasy Star 0 
doesn’t bring anything radically new to 
the table, but its reliable brand of co-op action¬ 
roleplaying is like video game comfort food. And 

























Lifelike Link 


Hail papercraft master Haywan Chiu and his 
Hylian hero! 















ABOVE ^BEYOND 

Got art, cosplay, case mods, etc.? Send them to us 
via email to community@nmtendopower.com 

or via snail mail to Nintendo Power/Community c/o 
Future US, 4000 Shoreline Court, STE 400, South 
San Francisco, CA 94080. We’ll print the best stuff! 


A Firm 
Grasp 






















NEXT MONTH 

JANUARY 2010 VOL. 2150 

In just 30 short days well mark our 25pth issue with a celebration of all 
things Nintendo, plus big year-end reviqws and even a surprise or two. It’s 
sure to be one for the history books, sojdon’t miss the party! 
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they are not lost permanently. 
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No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



